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Designing for and
within Liminality

GETTING A NEW JOB

RECEIVING A DIAGNOSIS
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Liminality concerns "transitional phases in a
human's life”, which involve ambiguity, dissolution
of order, or malleable spaces in which “new ideas,
practices and identities emerge and develop”
(Turner, 1974). Liminality is adjacent to “anti-
structures”, referring to a dissolution of a
“normative social structure” comprised of its role-
sets and statuses.

As interface designers, we face the challenge of
supporting people experiencing liminality, both as
they move through liminal transitional spaces and
as they navigate it in both positive and negative
ways. Additionally, as a student, you may find
yourself on the threshold of knowledge and
understanding, occupying the liminal space that
allows you to step into transformative learning
(Mezirow, 1997).

Mezirow, J. (1997). Transformative Learning: Theory to Practice. New Directions for Adult and Continuing Education, 74, 5-12.
Turner, V. (1974). Liminal to liminoid, in play, flow, and ritual: An essay in comparative symbology.



Design Challenge

Imagine an individual or a group of people experiencing
liminality. How can we use input and output modalities to
support or represent people experiencing liminal spaces?

You're invited to address the challenge
individually or within a group of 2-4 people.

Questions
to explore

How might interfaces and artefacts acknowledge and support uncertainty or
ambiguity rather than rushing users toward resolution?

What does it feel like to be “between” identities, roles, or states (e.g.,
between jobs, diagnoses, homes) - and can interfaces and artefacts
replicate this “feeling” to promote empathy and perspective taking for people
on the outside?

Can interfaces or artefacts successfully document liminality for people
experiencing it?

Could designing for liminality risk trapping people in it, rather than helping
them through it?

Scope

If you know an individual or group experiencing liminality (and it could be
you), you may design an experience with them in mind. However, you can
draw from open datasets and/or theory to inform your design.

You can develop prototypes, artefacts, manifestos, or other creative outputs
that illustrate your vision.

Artefacts and prototypes can be digital or physical, or both - to be engaged
with at the conference by attendees.

Goal
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To design an artefact / experience / prototype / output that conveys or
supports a population to navigate liminal moments in a meaningful way (e.qg.
perspective-taking, mindfulness, preserving agency).



Resources

Practices you )
might consider

Design by metaphor:
https://designthinkmakebreakrepeat.com/toolkit/metaphor/

Empathetic modelling:
https://designthinkmakebreakrepeat.com/toolkit/empathic-modelling/
Experience prototyping:
https://designthinkmakebreakrepeat.com/toolkit/experience-prototyping/
Persona-based walkthroughs:
https://designthinkmakebreakrepeat.com/toolkit/persona-based-
walkthroughs/

Resources you ’
might find helpful

https://www.ebsco.com/research-starters/psychology/liminality
https://www.psychologytoday.com/au/blog/design-with-the-brain-in-
mind/202605/from-horror-to-healing-the-neuroscience-of-liminal-spaces

Getting started )
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What's a liminal moment yourself or someone you know may have
experienced in their life?

How could a liminal moment be effectively captured or interacted with?
Which modalities (input and/or output) could support the representation of
liminality?


https://designthinkmakebreakrepeat.com/toolkit/metaphor/
https://designthinkmakebreakrepeat.com/toolkit/empathic-modelling/
https://designthinkmakebreakrepeat.com/toolkit/experience-prototyping/
https://designthinkmakebreakrepeat.com/toolkit/persona-based-walkthroughs/
https://designthinkmakebreakrepeat.com/toolkit/persona-based-walkthroughs/
https://www.ebsco.com/research-starters/psychology/liminality
https://www.psychologytoday.com/au/blog/design-with-the-brain-in-mind/202605/from-horror-to-healing-the-neuroscience-of-liminal-spaces
https://www.psychologytoday.com/au/blog/design-with-the-brain-in-mind/202605/from-horror-to-healing-the-neuroscience-of-liminal-spaces

Submission
Requirements

Video
5 Minutes

Process and Concept: Your video should give the audience an
understanding of how you approached the design problem, and the journey
from ideation to final solution.

Final Design: Explain your final design, emphasising it within the context of
liminality and how it relates to the challenge’s goal.

Creativity and Explainability: Tell your story of your design in a creative and
meaningful way that engages audiences. You're encouraged to use visuals,
narration, and other elements to convey the realisation of your concept. The
narrative should be clear such that audiences can follow your process and
the solution.

Format: .mp4 or YouTube link to a video with at least 720p resolution, no
larger than 400 MB.

Poster
Academic Style

The required poster format is AO at a high-quality resolution of 300 DPI, to
be printed and presented in person. Attendees are required to bring their
own physical posters and prototypes to the event.

Submissions should comprise:

A visual summary of your design process and how it led to the final
concept.

Challenges experienced (and resolved) alongside innovative elements in
the design.

A professional, easy-to-read layout, legible text and figures.

Prototypes
Optional
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Students are strongly encouraged to bring their prototypes/demonstrations
in person for engagement by conference attendees during an allocated time
at OZCHI.

Student groups will be required to bring their own hardware/devices (if
attendees require hardware/devices to showcase the prototype).



Judging Criteria

Creativity and

How well does the output demonstrate original ideas?
Does the design explore innovative approaches to existing problems or

Innovation introduce fresh perspectives, particularly around the interplay among HCI
and liminality?
Ethical » Has the student or team critically examined ethical implications of their
. . vision, such as equity, fairness, technological accountability, and
Considerations

and Accountability

environmental responsibility?

Does the design demonstrate a clear understanding of the potential social,
cultural, and environmental impacts of their vision/output, both positive and
negative?

Inclusivity and
Diversity

Does the design demonstrate the potential of accommodating a broad range
of perspectives or does it emphasise a specific population?

How well does the design reflect awareness of interdependence across
humans, ecological, and technological systems?

Potential Impact
and Resonance
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Does the design offer insights or provocations that could meaningfully
influence how HCI practitioners, researchers, or the public think about
liminality and populations experiencing it?

How effectively does the design balance imagination with awareness of
current technological trajectories?



Generative Al
Acknowledgement

Students must acknowledge any use of
generative Al in the creation of their content
(i.e. posters, videos, and prototypes),
including specifying any Al tools used and
the extent of their contribution to outputs,
writing, or design processes.
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